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Evaluation of an Expressible Pupil Response Interface
Using Hemispherical Displays

SEJIMA YosHTHIROY® Egawa SHorcar!'®?  OxamoTo Daicar®® SATo YoicHrRo!d)
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Abstract: We focused on the pupil response which is related to human emotions for realizing smooth com-
munication during embodied interactions between humans and robots and analyzed the pupil response in
human face-to-face communication. In addition, we developed an expressible pupil response interface using
hemispherical displays on the basis of this analysis. This interface enables expression of the pupil response
by using only speech input. In this study, we perform the communication experiment using the developed
interface. The effectiveness of the proposed expressible pupil response interface is demonstrated by means of

sensory evaluations.
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Fig. 1 Concept of an expressible pupil response interface.
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Fig. 2 Expressible pupil response interface.
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Fig. 3 Hemispherical display.

04 000000 3OOO
Fig. 4 3D model of pupil and iris.
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Fig. 5 User using the developed interface.
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Fig. 6 Interaction model.
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Fig. 7 Example of experimental sence.
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Fig. 8 Result of sensory evaluation.
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Fig. 9 Result of average of ratio in tax.
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